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generated at the beginning of each game and each New World (and game) i', therefore, unique. 

Your job is to explore the New World, establish thriving eoionics, produce and trade goods, 
and eliminate your opponents or defend your daims from your opponents. Each player sets 

finding lots of new landmarks in the New Worid and establishing many colonics. For other 
players, the main objective may be to establish supremacy in the New' Worid by eliminating 
opponents. The game ends when the preset number of turns has elapsed or when one player 
achieves the winning number of victory points. For those players who care less about winning 
than about playing for lim, there is an option to play an indcliniidy long game, which will only 
end for that player if he or she is eliminated by opponents. 

Designers’ Note: Cal upwt of tbt Nap World is not a game that depicts what occurred in the 
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atcr, however, you will ' 
buildings provide Gone 
if a Commerce building 

eonsimeiion of higher- level buildings and units.. 

ih vour Mother Country' (natives don't have Goods to trade) to obtain the Goods nee- 





























































r colonics by using ihc FI 


For unit types with Explore buttoi 

lime by clicking on the Halt buttu 


clicking on this button (or pressing tl 
that appears to replace the Explore bu 
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I crs with whom your country* is on good terms, not trading with your country's enemies, and 
66 I not proposing Diplomatic deals that differ significantly front wlut your Mother Country wants. 

makes with other countries; if you arc unsure at any time, you may check your country's diplo- 
matic status with another country by looking at the Diplomacy window. 

• Payiafi your uxa promptly. 

Note: If you upset your Mother County enough through repealed action' against her 
She will then declare war on you, a dangerous state of attain if you arc unprepared. 

Go to the Diplomacy window (from the Main Menu window) to check on the status of your 


tcred one of their eolonics. If the early Diplomacy check box is not selected, you cannot do 


Proposing a change in diplomatie status is one way to try to better (or worsen) 
relations with vour Mother Country or other players. In the Diplomacy window, click 





Resides limiting your combat, trade, and diplomatic options, your Mother Country still keep 
raising taxes on you as time goes by. Eventually, even the most latv-abiding player still ssisls to 

There arc two svays that European players can declare independence. The first stay is to make 

Terms with the Mother Country section above). The second stay is to go to the Diplomacy 
ttindow and click on the Declare Independence button. 

svill send troops to attack your colonies. You must win the equivalent of three large battles to 
achieve independence. Kill approximately 100 levels worth of units (the exact amount varies 
based on difficulty) in order to become independent. 

your colonies, you can Sue for Peace in the Diplomacy window. If you have already killed 2/3 

not as good as independence, but it will gain you lower taxes and ghe you mote latitude in 
your relations with other players. 

If after declaring a commonwealth you decide to declare independence, you need only win 

independence. 

Regardless of the outcome, after a War lor Independence, all of a player’s colonies will Ik 

If a player wins the War for Independence, he becomes fully autonomous. He pays tut more 

players at svill. Finally, this status is worth extra victory points at the end of the game. The sta- 
tus of commonwealth is also worth victory points at the end of the game, though it is worth 
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